public domain role-playing game 


pressun press 


l.introduction 


Public Domain Role-Playing Game helps storytellers work together. Players roll 1d20 to determine the 
"High Roller" who creates fictional conflicts for characters acted out by everyone else. Pencil, paper and 


polyhedral dice! per player are recommended. 


2. traits 


Character features or items useful in conflicts. 


Examples: 
body mind 
Strength Charisma 
Agility Willpower 
Endurance Perception 
Dexterity Intelligence 
Constitution Wisdom 
2.1. dice 


Assign one die per trait or item. Higher maxi- 
mum roll represents greater narrative potential. 


3. action 


Player describes what a character attempts to do. 


3.1. conflict 


Non-trivial actions create a conflict to resolve 
with dice. High Roller sets a threshold number 
for difficulty. Player rolls one die from a related 
trait or item. If roll is higher? than the threshold it 
succeeds. Rolling a twenty is a major success. 


Easy 1-5 
Tricky 6-10 

Hard 11-15 
Wicked 16-20 


11420, 1d12, 2410, 148, 146, 144 


? Conflict resolves with a complication on a tie 


3.1.1. collaboration 


When an action is declared, other players may 
take actions to add one die to the conflict. Con- 
flict fails if the total roll is over twenty. 


3.1.2. damage 


In dangerous conflicts, inflict damage or remove a 
die equal to a player's roll upon failure. Conflict 
fails if total roll is below the damage of the most 
damaged character involved. Twenty damage 
may be taken before death. 


32. notch 


Gain a notch upon rolling the minimum value of a 
die. Spend one notch to add one additional die to 
a conflict. Player must narrate their contribution 
to the conflict. 


3.2.1. improve 


Spend notches to add a die to a trait if not in a 
conflict. Total roll of each trait must be equal or 
less than twenty. 


1 2 3 4 5 6 
d4 46 d8 d10 d12 d20 


4. notice 


I voluntarily dedicate this work into the Public Domain to en- 
courage new creations. 
Artists may: 


* Use this work without restriction and for any pur- 
pose. 


* Create copies to be shared without limit and for any 
purpose. 

* Create derivative works without restriction, for any 
purpose, and without credit. 


* Use this notice in your own work. 


option all 


pressun press 


1. introduction 


Public Domain Role-Playing Game module for optional rules and procedures. 


2. aid in disasters 


Substitute die instead of adding dice in conflicts. 


3. complication 


Compare total roll to chart if player rolls a one. 


# complication damage 
1 Item Damaged Toe 
2 Item Missing Ankle 
3 Delay Foot 
4 Morale Loss Leg 
5 Separation Knee 
6 Ally Missing Finger 
7 Obstacle Hand 
8 New Threat Wrist 
9 New Danger Forearm 
10 Unintended Effect Elbow 
11 Ally In Danger Hip 
12 Damage Ally Rib 
13 Reduce Item Die Size Groin 
14 Break Item Chest 
15 Reduce Trait Die Size Shoulder 
16 Change Goal Neck 
17 Remove Trait Die Nose 
18 Fail Goal Ear 
19 Restrained Eye 
+20 Damage Character Head 


4. default difficulty 


Determine difficulty by the lowest maximum roll 
or level of a character trait or item involved. 


level 1-25 26-50 | 51-75 | 76-100 


roll 1-5 6-10 11-15 16-20 


tier Wicked | Hard | Tricky Easy 


4.1. danger 
Conflict fails if total roll is over the difficulty tier. 


5. nulti user link to integrate 


When multiple players control a single entity they 
may offer notches to each other for control. 


6. code of dubious ethics 


Roll to determine a character's character. 


Good Follower 
Bad Follower 


1 Good Leader | 3 
2 Bad Leader 4 


Bad: Works only for themselves and direct allies. 


Good: Works to help others broadly even without 
a direct benefit. 


Leader: Disregards authorities, institutions, & 
laws which get in the way of their ambition. 


Follower: Abides by authorities, institutions, & 
laws even despite having opposing goals. 


7. restraining 


Forego damage in a conflict to restrain or disarm 
a character instead. Neither character may take 
another action until the hold breaks by conflict or 
restrainer concedes. 


7.1. restraints 


Roll over restraint threshold set by High Roller or 
Player, deal damage equal to failed rolls. 


8. die interpretation engine 


Roll 1d6 to determine die value. 


1 2 3 4 5 6 
d4 | 46 | 48 | 410 | 412 | 420 


9. goal of ambitious limitation 


Create a narrative goal. Gain one notch on the 
goal when progress is made. 


Achieve goal through a final conflict. 
Rolling under notches gained fails. Rolling over 
notches gained succeeds. Rolling equal to 
notches gained resolves goal with a complication. 
Give notches gained to those accomplishing goal. 


10. levels 


Spend notches equal to level to earn! it. Add a 
die corresponding to level to an item or trait. 
Substituted any die for a lower die. 


44 21 d8 |411412 61) 44 | 81 | d8 
d6 | 22 410 | 42 | 420 | 62 | 46 | 82 | 410 
48 | 23 412 |43 | 44 |63| 48 | 83 | 412 
410 | 24 | 820 | 44 | d6 | 64 | 410 | 84 | 420 
412 | 25 | d4 |45| d8 651412 85 | 44 
420 | 26 | d6 | 46 | 410 | 66 | 820 86 | d6 
44 27 d8 |47 1412 | 67| d4 | 87 | 48 
46 | 28 | 410 | 48 | 820 | 68 | а | 88 | 410 
48 29 412 |49 | 44 |69| 48 | 89 | 412 
410 | 30 | 820 | 50 | 46 |70|d10, 90 | 420 
412 | 31 | 44 |51| 48 711412 91 | d4 
420 | 32 | 46 | 52 | 410 | 72 | 8420 | 92 | 46 
44 |33| 48 |53 |412 |73 | d4 | 93 | 48 
46 | 34 410 | 54 | 420 | 74 | d6 | 94 | 410 
d8 | 35 412 | 55 | 44 |75 | 48 | 95 | 412 
410 | 36 | 920 | 56 | 46 |76|d10, 96 | 420 
412 | 37 | 44 |57| 48 | 77| 412. 97 | 44 
420 | 38 | d6 | 58 | 410 | 78 | 420. 98 | d6 
44 |39 | d8 |59 | 412 | 79 | d4 | 99 | 410 
46 |40 | 410 | 60 | 820 | 80 | d6 | 100 | 412 
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10.1. epic prowess in character 
Create a signature move for a character. 


Inflict опе permanent damage or spend 
notches equal to level of character. Roll 1d100 
under level of character to succeed. Roll fails 
when over level or under damage of the most 
damaged character. Inflict damage to user on fail. 
Dice are 2d10 for damage. 


level 1-25 | 26-50 | 51-75 | 76-100 


notches 5 10 15 20 


! Levels must be earned in sequential order 


11. range rolling 
Roll to determine the threshold within a difficulty. 


easy 44 | 46 | 410 
1 1 1 1/6 

2 2 2 2/7 

3 3 3 3/8 

4 4 4 4/9 

5 5 5/10 
tricky | 44 | 46 | 410 
6 1 1 1/6 

7 2 2 2/7 

8 3 3 3/8 

9 4 4 4/9 
10 5 5/10 
hard 44 | d6 | 410 
11 1 1 1/6 
12 2 2 2/7 
13 3 3 3/8 
14 4 4 49 
15 5 5/10 
wicked | 44 | 46 | 410 
16 1 1 1/6 
17 2 2 2/7 
18 3 3 3/8 
19 4 4 4/9 
20 5 5/10 


12. distance 


Threshold to be rolled over to affect things out of 
reach. Projectile rolls must be higher than thresh- 
old to hit. 


description | threshold 
Close 1-5 
Near 6-10 
Far 11-15 
Distant 16-20 


12.1. chase 


High Roller sets a threshold representing current 
distance gap between characters. 


12.2. flee 


Running away is one difficulty tier under violence 
except when cornered. 


12.3. falling 


Conflict against distance to landing. 


13. cover 


Set threshold to roll over for opposition to attack 
target. Those in full cover cannot deal damage. 


description threshold 
Partial 1-5 
Half 6-10 
Broad 11-15 
Full 16-20 


13.1. stealth 


Conflict between hiding and looking characters. 


14. rest 
Reduce one damage per day from rest. 


Optional: Improving a trait only happens when 
resting. 


14.1. exhaustion 


Roll Body each hour after sixteen hours awake. 


14.2. starvation 


Roll Body each day without food. Starving char- 
acters cannot rest. 


14.3. dehydration 


Roll Body each day without water. Dehydrated 
characters cannot rest. 


14.4. asphyxiation 


Roll Body every thirty seconds without air. As- 
phyxiated characters cannot rest. 


14.5. dread 


Increase the notch cost of each re-roll or addi- 
tional die by one after each roll in a conflict. This 
increase may be separate for each player or shared 
among the players. 


Optional: Each increase may be permanent or re- 
set upon a player character death. 


14.6. experience 


Gain notches upon resolving a conflict. 


threshold | 1-5 | 6-10 | 11-15 | 16-20 


notches 1 2 3 4 


15. events 


Write and number twenty events. Lower numbers 
are common events, one being most common. 
Higher numbers are rare events, twenty being 
least common. Put related events near each other. 


Roll 1d20 for event and place token on grid. 


20 | 19 | 18 | 17 | 16 
15 | 14 | 13 | 12 | 11 
10 9 8 7 6 
5 4 3 


Roll 2d10 for direction to move the token 
one box. Go to opposite side when leaving chart. 


2-5 Up 11-15 | Down 
6-10 | Right | 16-20 Left 


16. inventory 


Carry items equal to maximum roll of Body trait. 
Difficulty threshold equals a character's total 
items if greater than the High Roller's threshold. 
This is separate and does not add to damage. 


body | items | body | items 
d4 4 410 10 
46 6 412 12 
48 8 420 20 


16.1. condition 


Reduce item die size by one tier upon rolling min- 
imum. Remove die if size reduces past 1d4. In- 
stead of damage, remove a die of equal value. 


16.1.1. supply 


Abstract multiple items as a single item with a die 
or multiple dice with a total maximum roll of 
twenty orless. Larger die size equals more items. 


Cheap | Reasonable | Expensive | Decadent 


Easy Tricky Hard Wicked 


17. quirks 


Player assigns a character action to gain a notch. 
Spend the notch before gaining another with the 
same action. Notches equally increase difficulty 
threshold, separate from damage and items 


high rolling 


pressun press 


l.introduction 


Public Domain Role-Playing Game explained. 


2. agency 


Players are in control of their characters. А High 
Roller creates adversity for characters by asking 
questions, the most basic question being: "What 
would you do if...?" Give players enough details 
to make informed answers. Have players tell 
what happens to their character. 


3. traits 


Body and Mind are just suggestions. Character 
traits may be any descriptive noun or adjective. 


4. dice 


Storytellers wield chance to create meaning. 
Probability produces and predicts situations with 
real stakes. Higher averages! generally roll 
higher than lower averages. Adding dice with 
lower maximum rolls increase the average and 
keep rolls closer to it. Dice with higher maximum 
rolls add variety? from average. 


max roll twenty mean|deviation 
d20 10.50 5.77 
412 + d8 11 4.14 
412 + d4 + d4 11.50 3.80 
410 + d10 11 4.06 
d10 + d6 + d4 11.50 3.52 
d8 +48 + 4 11.50 3.43 
48 +46 +6 11.50 3.33 
d8 + 44 + 44 + 44 12 3 
46 +46 + 4 + 44 12 2.89 
d4 +44 +44 + 44 + d4| 12.50 2.50 
! Mean 


? Deviation 


41. modifiers 


Opposing forces adding numbers to their rolls is 
unneeded arithmetic which adds nothing cre- 
atively. Forcing players to consult a character 
sheet after rolling slows gameplay. Dice are in- 
formal modifiers since none can roll under a one. 


5. conflict 


Turn orders may condemn all to playing a fraction 
of the time, add pressure to perform, and frustrate 
the impatient. Limit using turns when possible. 


АП characters must take one action? before 
anyone may take another. Whoever rolls highest 
may declare the next action before anyone else. 


Anything non-trivial is a conflict and any- 
thing sensible may be used in a conflict. 


6. difficulty 


High Roller assigns action and situation difficulty. 


1 | Easy | 2| Tricky | 3 | Hard | 4 | Wicked 


6.1. damage 
Mortals may receive twenty damage before death. 


Damage may transfer into wielded or worn 
items instead of a character when taken. 


Roll must be higher than the damage of the 
most damaged character involved in a conflict to 
succeed. Conflict fails if roll is under the damage 
threshold, even if it is higher than the original dif- 
ficulty threshold. Players coordinate who is the 
most damaged before rolling. 


Non-players may have a dice pool and lose 
one die each time a conflict is lost. Retreat or a 
change in tactics may happen at set thresholds of 
damage. 


? Players may pass and concede their action 


6.1.1. breakage 


Items breaking may inflict full damage to the 
wielder, inflict reduced damage based on remain- 
ing damage, or inflict no damage to the wielder. 


6.2. tension 


When a conflict succeeds for the players increase 
the difficulty by one and reduce difficulty by one 
upon failure. 


6.3. collaboration 


Creativity with traits and items allow characters to 
use more of them in conflicts. Players gamble 
damage to their characters and items equal to the 
maximum possible roll. Independent characters 
are vulnerable when losing conflicts since no 
damage is split. Management of player resources 
is the core of all strategies. 


Non-violent actions may contribute to total 
damage for creating situations to inflict damage. 


Those good at mental arithmetic may help 
others who are not since all numbers are on the 
table and not on character sheets. 


6.4. failure 


Success and failure do not need to be a binary. 
By setting a threshold, a number is set for a flaw- 
less success. If a roll is under threshold, the High 
Roller may offer a player to succeed in their ac- 
tion but take damage equal to their roll. 


7. progression 


Characters increase versatility with traits and 
items through improvement. As dice are added, 
characters may invest more in specific actions 
without using multiple traits and items. 


7.1. notches 


Notches represent experience within the world. 
Characters gain experience from surviving adver- 
sity. Spending notches represents past experi- 
ences affecting future outcomes. 


8. items 


Any object can be incorporated in Public Domain 
Role-Playing Game if the maximum of twenty is 
respected. Spending notches earned on an item 
may be a mechanic for special abilities. 


9. style 
Public Domain Role-Playing Game philosophy. 


9.1. simple 


Design to easily learn, remember, and modify. 
Assume printing to paper and write no more than 
necessary. Limit scope to do a specific thing well. 


92. teamwork 


Rules are tools for cooperation. Encourage play- 
ers to work together through design. 


9.3. yours 


Players always have complete control over their 
characters. Any compromise on this principle is 
trouble. Convince someone but never force them. 


Share without restriction on use, deriva- 
tives, and distribution to inspire new creations. 
Choose tools and formats which ease sharing, ar- 
chiving and modification. 


Modules are optional pieces to a larger 
whole. Use or discard anything depending on 
need. Clearly state which modules are dependent 
on another. Players print only what they need. 


9.4. language 


Words without common meaning alienate those 
unfamiliar with them. Technical language is de- 
signed for the knowledgeable and not for those 
learning. While useful, try to avoid this type of 
jargon. At the very least, try to use context to ex- 
plain esoteric words. When deciding to create a 
technical term, question if a way to express it ex- 
ists with common language. 


9.5. elegant 


As far as possible, use common materials in a 
new way. Tie new mechanics into existing ones. 
Take advantage of the unique properties of every- 
thing you use. Search for clever solutions. 


10. travel 
Travel recklessly across vast expansive lands with a deck of playing cards. Players take turns to write a lo- 


cal rumor in one blank box till all blanks are filled. 


Distance or difficulty determines^ the amount of King cards to be drawn to arrive at the destination. 
Each player takes a turn to a draw card and use the resulting prompt to create a conflict. Suit drawn deter- 
mines the difficulty of the conflict. Players may draw for extra prompts but must use the suit of highest dif- 
ficulty. 


Characters only heal one damage per day when rest is taken. 


king | difficulty | distance | suit 
1 Easy Close ^ 
2 Tricky Near ^ 
3 Hard Far * 
4 Wicked Distant ν 
# ^ ^ * v 
1 
2 
3 
4 
5 
6 
7i 
8 
9 
10 
11 
12 
13 


4 Use whichever requires drawing more cards 


11. arbiter 
Roll compatible dice or draw cards to create and resolve conflicts. 


d4 1 2 3 4 
48 1-2 3-4 5-6 7-8 
412 1-3 4-6 7-9 10-12 
420 1-5 6-10 11-15 16-20 
а40 1-10 11-20 21-30 31-40 
а100 1-25 26-50 51-75 76-100 
suit Spade Club Diamond Heart 
color Black Black Red Red 
tarot Sword Wand Coin Cup 
time 00:00-05:59 06:00-11:59 12:00-17:59 18:00-23:59 
day Night Morning Afternoon Evening 
season Spring Summer Autumn Winter 
story Drama Item Character Environment 
result No, and No, but Yes, but Yes, and 
outcome Major Failure Minor Failure Minor Success Major Success 
scale Lesser Greater Lesser Greater 
difficulty Easy Tricky Hard Wicked 
distance Close Near Far Distant 
cover Partial Half Broad Full 
chance Likely Believable Doubtful Inconceivable 
hazard Safe Risky Dangerous Perilous 
sense Visible Noise Scent Feel 
1 2 3 4 5 6 
No, therefore No, and No, but Yes, but Yes, and Yes, therefore 


111. verb 
1 Lose 21 Betray 41 Abandon 61 Assault 81 Accommodate 
2 Kill 22 Speak 42 Renounce 62 Provide 82 Aggravate 
3 Call 23 Change 43 Infiltrate 63 Bring 83 Terminate 
4 Move 24 Rebel 44 Restrain 64 Track 84 Manipulate 
5 Mend 25 Strive 45 Reject 65 Assemble 85 Discover 
6 Help 26 Compel 46 Drive 66 Weaken 86 Strengthen 
7 Gain 27 Watch 47 Leave 67 Protect 87 Withstand 
8 Hide 28 Guard 48 Respect 68 Demand 88 Negotiate 
9 Save 29 Attain 49 Hoard 69 Prepare 89 Counteract 
10 Veil 30 Cease 50 Battle 70 Conspire 90 Deliver 
11 Kill 31 Trick 51 Support 71 Sustain 91 Accumulate 
12 Free 32 Plead 52 Conserve 72 Oppress 92 Liberate 
13 Shun 33 Repel 53 Distract 73 Release 93 Determine 
14 Stop 34 Track 54 Inspect 74 Summon 94 Arrange 
15 Deny 35 Mourn 55 Uphold 75 Нага55 95 Invest 
16 Plan 36 Avoid 56 Defeat 76 Corrupt 96 Establish 
17 Trap 37 Steal 57 Impose TI Implant 97 Dispose 
18 Seek 38 Build 58 Deceive 78 Pillage 98 Satisfy 
19 Flee 39 Inform 59 Pursue 79 Dispute 99 Separate 
20 Win 40 Travel 60 Explore 80 Rescue 100 Bamboozle 
11.2. noun 
1 Fame 21 Trust 41 Order 61 Barrier 81 Influence 
2 Ally 22 Friend 42 Hazard 62 Justice 82 Alliance 
3 Life 23 Spirit 43 Enemy 63 Fortune 83 Notoriety 
4 Foe 24 Border 44 Elite 64 Heirloom 84 Warning 
5 Idea 25 Truth 45 Structure 65 Honor 85 Authority 
6 Poor 26 Gossip 46 Grudge 66 Pilgrimage 86 Population 
7 Area 277 Family 47 Belief 67 Meeting 87 Citizenry 
8 Body 28 Victim 48 Hatred 68 Society 88 Community 
9 Love 29 Violence 49 Atrocity 69 Nobility 89 Perpetrator 
10 Hope 30 Parent 50 Object 70 Reputation 90 Superstition 
11 Debt 31 Dream 51 Secret 71 Purpose 91 Relationship 
12 Ruin 32 Wealth 52 Illness 72 Shelter 92 Government 
13 Dead 33 Soil 53 Estate 73 Dominance 93 Resource 
14 Need 34 Worship 54 Fugitive 74 Alliance 94 Possession 
15 Duty 35 Creature 55 Monster 75 Treasure 95 Oppression 
16 War 36 Goods 56 Labor 76 Class 96 Production 
17 Road 37 Opportunity 57 Conflict 77 Invasion 97 Meddler 
18 Lie 38 Blight 58 Stranger 78 Stockpile 98 Information 
19 Will 39 Blood 59 Revenge 79 Crime 99 Leadership 
20 Spy 40 Power 60 Strength 80 Message 100 Aggression 


dice influenced cartography enhancer 

# drama item character environment 
1 Corpse Junk Innocent Empty 

2 Noise Piece Victim Hazard 

3 Smell Tool Commoner Transition 
4 Rumor Clue Mentor Threshold 
5 Premonition Weapon Caretaker Warning 
6 Stakes Sign Ally Challenge 
7 Pursuit Threat Explorer Resource 
8 Trouble Omen Messenger Strange 
9 Betrayal Fake Rebel Mess 
10 Loss Evidence Clown Conflict 
11 Theft Drug Romantic Cache 
12 Test Key Betrayer Hoard 
13 Fight Device Artist Secret 
14 Ruckus Record Scholar Workroom 
15 Accident Adored Warrior Lodging 
16 Sabotage Liability Outcast Fluid 
17 Collapse Sacred Fool Recreation 
18 Havoc Artifact Impostor Commons 
19 Falsehood Rare Authority Waste 
20 Catastrophe Treasure Antagonist Legend 


12. diceinspire creation engine 
Blank pages, polyhedral dice, and tokens are re- 
quired for play. Place a blank page for the Map 
and one for Information on the table. Players cre- 
ate characters represented by tokens on the map. 


Roll 1d20 for the High Roller which takes 
the first turn. Each turn represents any arbitrary 
period of time if consensus is unanimous. 


There are four actions: draw, inquire, cre- 
ate, and encounter. Record important details on 
either the Map or Information page. High Roller 
duties pass clockwise after taking an action. 


12.1. draw 


Add or modify a location on the map. 


12.1.1. draft 


Roll polyhedral dice on a blank page and interpret 
using Dice Influenced Cartography Enhancer to 
create points of interest. 


12.1.1.1. structures 


Roll a polyhedral dice set, interpret, and physi- 
cally connect each die to construct a location. 


12.2. inquire 


Ask a question about the area, every other player 
adds a rumor. Record rumors on the /nformation 
page, numbered to roll for inspiration. 


12.3. create 


Make new ally by spending notches for dice. 
Non-allied characters do not require notches. 


1 2 3 4 5 6 
d4 46 d8 d10 d12 d20 


12.4. encounter 


Move a character to location by moving a token 
as an action. Once there, a character may act to 
accomplish goals. Decide difficulty unanimously. 
Characters at the same location may collaborate 
in conflicts. 


Player may instead roll 1d4 on the map and 
use the resulting prompt from any column to de- 
scribe what happens at the location the die fell. 
Upon rolling the maximum value of a die it in- 
creases in size to the next highest die. 


13. npc procedural conception 


Roll for each non-player character column. 


46 | 412 | need | problem са11 
1-2 | 1-4 | novelty 
3-4 | 5-8 | реасе 

5-6 9-12 | capital | circumstance | collaborative 


nuisance neutral 


personal prohibitive 


13.1. need 


Character's innermost desire. 


13.1.1. novelty 


Something unattained, new or exciting. 


13.1.2. peace 


Relief, quiet, or maintaining the status quo. 


13.1.3. capital 


Social, political or economic power. 


13.2. problem 


Prevents character from having their desire. 


13.2.1. nuisance 


Creature or person hindering them. 


13.2.2. personal 


Lack of will, means, or physicality. 


13.2.3. circumstance 


Responsibilities, bad timing, or lack of agency. 


13.3. call 


How a character's quest relates to the players. 


13.3.1. neutral 


Goals are neither for or against players. 


13.3.2. prohibitive 


Works against the goals and actions of players. 


13.3.3. collaborative 


Goals correspond with what players want to do. 


14. nyth 


Each player declares one thing which must or 
cannot be included in the timeline. Consensus 
must be unanimous to be included on either list. 
Repeat as many times as necessary. 


On a blank sheet of paper draw a horizontal 
line from one end to another. This line represents 
the progression of time from left to right. Each 
player declares a myth to be included on the time- 
line relating to the previous list. If consensus is 
unanimous, the player writes the event some- 
where on the line. 


15. chart 


On a blank page, write numbers 1-20. Reserve 
dice maximum numbers? for important plot 
points, objects, characters or locations. Fill 
empty boxes with rumors. 

Start at d4 and increase die size when 
rolling maximum. Lower-numbered boxes are for 
common things. 


probability 

#| d4 d6 48 |410) 412 d20| sum 
1 125%|16.67%|12.50%|10%18.33%!|5% |77.50% 
2 125% |16.67%|12.50% | 10% |8.33% 5% |77.50% 
3 125% |16.67%|12.50% 10% |8.33% 596 |77.50% 
4 25%116.67%|12.50%110%18.33%| 5% |77.50% 
5 16.67%|12.50% |10%1|8.33% 596 |52.50% 
6 16.67%|12.50% 1096 8.3396| 596 |52.50% 
7 12.50%|10%18.33%|5% |35.83% 
8 12.50%|10%18.33%|5% |35.83% 
9 10%|8.33%| 5% |23.33% 
10 10%|8.33%| 5% |23.33% 
11 8.33% | 5% |13.33% 
12 8.33% | 5% |13.33% 
13 5%| 5% 
14 5%| 5% 
15 5%| 5% 
16 5%| 5% 
17 5%| 5% 
18 5%| 5% 
19 5%| 5% 
20 5%| 5% 
16. notice 

I voluntarily dedicate this work into the Public Domain to encourage 


new creations. 
Artists may: 


* Use this work without restriction and for any purpose. 


* Create copies to be shared without limit and for any pur- 
pose. 


* Create derivative works without restriction, for any purpose, 
and without credit. 


* Use this notice in your own work. 


54,6,8,10,12,20 


slaying & spelunking 


pressun press 


l.introduction 


Public Domain Role-Playing Game module for dungeon delving and dragon slaying adventures. Supply, 
Condition, and Goal from Option All module are required. 


2. traits 
Reduce die size by one tier upon minimim roll. 


Body is a required trait. Roll for dice to as- 
sign. Charater dies upon having no dice in Body 


1 2 3 4 5 6 


5d4 | 2d4+2d6 | 1d8+2d6 | 1d8+d12 | 2410 | 1420 


3. encumbrance 


Determine conflict difficulty using the item slots 
filled from the most encumbered character. This 
difficulty is separate and does not stack or add to 
any other difficulty. Use this difficulty if it is 
greater than the High Roller or Damage difficulty. 


slots difficulty 
1-5 Easy 
6-10 Tricky 
11-15 Hard 
16-20 Wicked 


31. provisions 


Carry up to 144 for rations and water per slot. 
Roll provisions per player to rest. 


32. light 


When light is needed, conflict against light source 
damage using the light source dice. 


Optional: Add minutes to a timer equal to 
light roll. When the timer goes off, repeat roll. 


3.2.1. return 


Make a goal! named Return. Add one notch? 
when rolling for light. Conflict against notches to 
return to safety. Reward notches upon returning. 


4. notches 


Hold a maximum of twenty notches per character. 


5. time 


Time within the game world passes the same as 
the real world when not playing. 


6. rest 


Dungeons cannot be rested in. Characters die if 
session ends in a dungeon. 


7. gear 


Roll up to three times on the Adept's Workshop 
item chart for starting gear. Roll for die size. 


1 2 3 4 5 6 
d4 46 d8 410 412 420 


8. notice 


I voluntarily dedicate this work into the Public 
Domain to encourage new creations. 
Artists may: 


* Use this work without restriction and for 
any purpose. 


* Create copies to be shared without limit 
and for any purpose. 


* Create derivative works without restric- 
tion, for any purpose, and without credit. 


* Use this notice in your own work. 


! See Option АП module 


? Maximum twenty 


ancestry & archetypes 


pressun press 


l.introduction 


Slaying & Spelunking module for character creation. Level system from Option All module is required. 


2. ancestry 


Cultural heritage for characters. 


21. hunter 


Gain one notch when damaging a threat. 


22. nomad 


Gain one notch when ambushed by a threat. 


23. sailor 


Gain one notch when attacked in the water by a threat. 


2.4. farmer 


Gain one notch when restrained by a threat. 


2.5. noble 


Gain one notch when surrendering to a threat. 


2.6. raider 


Gain one notch when damaged by a threat. 


2.7. herder 


Gain one notch when tricked by a threat. 


2.8. soldier 


Gain one notch when fleeing a threat. 


3. language 


Learn ancestral languages equal to maximum Mind roll or sensible substitute trait. 


roll 1-5 6-10 11-15 16-20 


language 1 2 3 4 


4. henchmen 


Coin per day correlates to maximum difficulty a henchman will voluntarily engage with. Flee upon damage 
higher than highest roll. Spend notch for a die according to table. 


lifestyle coin/day difficulty 

Poor 1 Easy 

Modest 2 Tricky 

Wealthy 3 Hard 

Decadent 4 Wicked 

notch 1 2 3 4 5 6 
die d4 46 d8 d10 d12 d20 
5. archetypes 


Roles and classes for characters. Each archetype has its own level to improve. Characters may begin with 
one weapon, skill, miracle, element, and spellbook required for the role. 


1 2 3 4 
Brute Adept Saint Magician 
5.1. brute 


Spend one notch to re-roll one die when fighting unarmed. Roll one weapon skill every five levels in Brute. 
Spend one notch to re-roll one die in combat while wielding a weapon you are skilled with. 


polearm bludgeon blade range 
# 1 2 3 4 
1 Spear Club Knife Dart 
2 Lance Hammer Sickle Net 
3 Halberd Mace Axe Whip 
4 Pike Flail Sword Blowgun 
5 Trident Staff Sling 
6 Javelin Shield Bow 


Maintenance: Reduce damage on one weapon by one instead of resting. 


5.1.1. stronghold 


Level determines default difficulty of conflicts in siege and defense. Spend days building and reinforcing 
stronghold equal to each level earned. 


Level determines maximum die size when recruiting, crafting, or training. Spend notches and days 
training fighters and crafting weapons according to level. 


level 1 2-25 26-50 51-75 76-99 100 
die d4 46 d8 d10 d12 d20 
notches / days 1 2 3 4 5 6 
level 1-25 26-50 51-75 76-100 
siege Easy Tricky Hard Wicked 
defense Wicked Hard Tricky Easy 


See "Goal" in Option All module 


5.2. adept 


Roll one skill every four levels of Adept which can be re-rolled by spending one notch. 


1 Botany 21 Choke 41 Medicine 61 Barter 81 Blackmail 
2 Persuade 22 Intimidate 42 Mimic 62 Lore 82 Smith 

3 Distract 23 Lockpick 43 Charm 63 Weave 83 Cheat 

4 Perform 24 Steal 44 Streetwise 64 Deal 84 Carve 

5 Track 25 Forgery 45 Repair 65 Stalk 85 Shout 

6 Athlete 26 Art 46 Dance 66 Balance 86 Eavesdrop 
7 Ambush 27 Trap 47 Smuggle 67 Lasso 87 Crawl 

8 Forage 28 Cook 48 Bribe 68 Disarm 88 Signal 
9 Counterfeit 29 Pickpocket 49 Wrestle 69 Juggle 89 Squeeze 
10 Brawl 30 Acrobat 50 Backstab 70 Dig 90 Assassinate 
11 Deceive 3l Search 51 History 71 Vandalize 9] Poison 
12 Sneak 32 Dodge 52 Drink 72 Scavenge 92 Jam 

13 Appraise 33 Explosive 53 Negotiate 73 Observe 93 Imitate 
14 Detect 34 Climb 54 Escape 74 Cobble 94 Brew 

15 Diplomacy 35 Gamble 55 Interrogate 75 Dive 95 Puppeteer 
16 Navigate 36 Swim 56 Hunt 76 Ride 96 Help 

17 Alchemy 37 Craft 57 Language 77 Вер 97 Inspire 
18 Husbandry 38 Jump 58 Disguise 78 Row 98 Investigate 
19 Fish 39 Sail 59 Pantomime 79 Knot 99 Bake 
20 Flee 40 Conceal 60 Sabotage 80 Sew 100 Style 


5.2.1. workshop 


Spend notches and days to create mundane tools and train apprentices with die according to workshop level. 


level 1 2-25 26-50 51-75 76-99 100 
die d4 d6 d8 410 412 420 
notches/ days 1 2 3 4 5 6 
1 Ное 21 Bomb 41 Whip 61 Shackles 81 Cauldron 
2 Sack 22 Arrow 42 Crowbar 62 Waterskin 82 Stake 
3 Oil 23 Spikes 43 Hammer 63 Lantern 83 Noble Garb 
4 Rope 24 Torch 44 Quiver 64 Basket 84 Ink Bottle 
5 Bowl 25 Quill 45 Rations 65 Backpack 85 Backpack 
6 Vial 26 Pouch 46 Whistle 66 Firewood 86 Fine Clothes 
7 Lock 27 Boots 47 Candle 67 Pitons 87 Spyglass 
8 Horn 28 Flask 48 Mirror 68 Manacles 88 Magnifying Glass 
9 Wax 29 Flint 49 Shovel 69 Hourglass 89 Antitoxin 
10 Pole 30 Piton 50 Grease 70 Ladder 90 Pickaxe 
11 Wire 31 Топр$ 51 Bedroll 71 Bellows 91 Lockpick 
12 File 32 Twine 52 Chisel 72 Mallet 92 Sandals 
13 Acid 33 Spice 53 Gloves 73 Scale 93 Hacksaw 
14 Glue 34 Chalk 54 Poison 74 Abacus 94 Ear Trumpet 
15 Net 35 Pot 55 Sponge 75 Saddle 95 Goggles 
16 Rod 36 Nails 56 Marbles 76 Compass 96 Hatchet 
17 Saw 37 Drill 57 Bucket TI Pan 97 Glasses 
18 Trap 38 Spoon 58 Dice 78 Cup 98 Door Ram 
19 Jug 39 Paper 59 Pipe 79 Jar 99 Pitchfork 
20 Tent 40 Steel 60 Paint 80 Pulley 100 Grappling Hook 


5.3. saint 


Roll to gain one miracle every ten levels in Saint. Use each miracle once per rest. 


1 2 3 4 5 6 
Illuminate Martyr Smite Healer Prophecy Banish 

7 8 9 10 11 12 
Purify Bless Intervention Rebuke Call Peace 


5.3.1. illuminate 


Create light with die equal to Saint level which functions like an item. 


1 2-25 26-50 51-75 76-99 100 


d4 d6 d8 410 412 420 


5.3.20. martyr 


Reduce another character's damage by taking an equal amount as damage. 


5.3.3. sm ite 


Succeed in violent conflict to mark target till rest, spend notch to re-roll any die on marked targets. 


5.3.4. healer 


Spend notches when not in a conflict to reduce an equal amount of damage on another character. 


5.3.5. prophecy 


Before rolling in a conflict, declare a number. If prediction is correct gain notches equal to number. 


5.3.6. banish 


Conflict against current damage, threats flee a distance equal to roll. 


5.3.7. purify 


Roll 1d100 under level in Saint to remove poison, cleanse, or cure someone within arms-reach. 


5.3.8. bless 


Another character may spend one notch to re-roll the lowest die rolled until rest. 


5.3.90. intervention 


Spend one notch to re-roll one die when failure could result in death. 


5.3.10. rebuke 


Spend one notch to detect if a statement is a lie. 


5.3.11. call 


Spend one notch to spiritually convey a short message to a distant person. 


5.3.12. peace 


Spend one notch to negate damage from a violent conflict. 


5.4. tem ple 


Level determines die size. Roll temple die for additional healing on rest. Spend notches to recruit followers. 


level 1 2-25 26-50 51-75 76-99 100 
die d4 d6 d8 410 412 420 
notch 1 2 3 4 5 6 


Oracle: Roll 14100 under Temple level for a divine vision. 


5.4.1. nagician 


Roll an element to function like a character trait and begin with die on the following table. Wielder re- 
ceives one damage upon use. Elements may only manipulate existing things. Elements may be manipu- 
lated with increasing difficulty at range. Master one element every twenty-five levels in Magician. 


Identify: Spend one notch then roll 14100 under Magician level to identify a magical item. 


# die element 

1 44 Fire 

2 d6 Earth 

3 d8 Air 

4 410 Illusion 

5 d12 Ether 

6 d20 Water 

# distance difficulty 

1-5 Close Easy 
6-10 Near Tricky 
11-15 Far Hard 
16-20 Distant Wicked 


5.5. spellbook 


Each word functions like an Кет. Gain one word every five levels. Words with no dice vanish. Effects аге 


instant and only last a moment. 


1 Love 21 Sleep 41 Freeze 61 Creature 81 Mark 

2 Wall 22 Fog 42 Swarm 62 Disguise 82 Nightmare 
3 Mend 23 Armor 43 Shroud 63 Attract 83 Telepathic 
4 Ward 24 Cone 44 Smoke 64 Truth 84 Bubble 

5 Seal 25 Ray 45 Touch 65 Subtle 85 Fist 

6 Scry 26 Bind 46 Shrink 66 Shake 86 Telekinesis 
7 Mock 27 Clone 47 Prison 67 Consume 87 Rust 

8 Fuse 28 Steed 48 Muscle 68 Reflect 88 Absorb 

9 Acid 29 Spray 49 Gravity 69 Condense 89 Transform 
10 Glue 30 Dead 50 Foresee 70 Memory 90 Soothe 

11 Heat 31 Track 51 Vision 71 Teleport 91 Spike 

12 Wake 32 Disk 52 Weapon 72 Phantom 92 Illuminate 
13 Web 33 Beam 53 Pacify 73 Unlock 93 Deconstruct 
14 Grow 34 Speed 54 Adhere 74 Energy 94 Animate 
15 Fly 35 Scare 55 Compel 75 Control 95 Preserve 
16 Age 36 Swap 56 Shield 76 Chaos 96 Intoxicate 
17 Mold 37 Bolt 57 Distort 77 Divine 97 Disintegrate 
18 Claw 38 Evoke 58 Dream 78 Summon 98 Conceal 
19 Cool 39 Ooze 59 Entice 79 Displace 99 Transmute 
20 Rage 40 Alter 60 Silent 80 Conjure 100 Invisible 


5.6. Jaboratory 


Spend notches to train assistants or enchant items. Laboratory level determines enchantments per month. 


level 1-25 26-50 51-75 76-100 
enchant / month 1 2 3 4 


Roll 14100 under laboratory level each week of work to complete enchantment, spending coins equal 
to roll. Roll all sections and spend one notch for each die after the first. Magic words may substitute or 
modify Shape, Function, and Target. All players, including High Roller, must unanimously agree on how a 
potential item works. Period determines time of effect and time to recharge. Permanent items are one-use 


only or toggle on and off. One enchantment per object. 


# |range purpose die type period shape|function target 
1 Close Illusion d4 Natural Instantaneous | Beam Call Shade 
2 Near Defense 46 | Alchemical Minute Aura Foresee Decay 
3 Far Offense d8 Arcane Hour Wave Coerce Sound 
4 | Distant Utility 410 | Daemonic Day Cone Ward Fire 
5 412 Divine Week Blob Ensnare Material 
6 d20 Eldritch Forthnight Ball Petrify Earth 
7 Month Spray Change Creature 
8 Season Blast Banish Air 
9 Year Cloud Summon Plague 
10 Decade Swarm Animate Life 
11 Сепшгу Circle Reveal Time 
12 Permanent Word Disguise Energy 
13 Create Probability 
14 Destroy Light 
15 Combine Mind 
16 Control Space 
17 Bend Environment 
18 Transport Dimension 
19 Connect Divine 
20 Swap Water 
5.6.1. nodifiers 
Additional words for enchanting. 
# 1 2 3 4 5 6 7 8 
1 Pie Ball Melt Cloud Radius Altar Disease Language 
2 Spy Bolt Veil Stone Object Flesh Invisible Protection 
3 Eye Evil Self Bake Morph Float Levitate Lightning 
4 Lie Gate Dark Grab Plane Portal Monster Confusion 
5 Ice Dead Lure Grow Blast Plant Weather Transmute 
6 Mud Dirt Part Mark Other Charm Insect Remove 
7 Cold Wall Rush Push Knock Blitz Plague Contact 
8 Gas Door Stun Slow Sleep Snare Person Detect 
9 Web Lock Item Raise Quest Shield Project Conjure 
10 Orb Trap Disk Speak Ghost Haste Mirror Shadow 
11 Кау Ееаг Hold Wave Curse Magic Locate Missile 
12 Dig Know Read Weak Dispel Erase Strike Symbol 


6. profession 


Roll for occupation before adventuring. Characters begin at twenty-years-old. Roll for additional profes- 
sion representing five years. Receive one permanent physical damage for every five years over twenty. 


1 Spy 21 Thief 41 Sailor 61 Interpreter 81 Troubadour 
2 Cook 22 Farmer 42 Thatcher 62 Alchemist 82 Shoemaker 
3 Scribe 23 Miner 43 Bowyer 63 Tinkerer 83 Executioner 
4 Serf 24 Nanny 44 Midwife 64 Collector 84 Firefighter 
5 Brewer 25 Crier 45 Fletcher 65 Messenger 85 Clockkeeper 
6 Hermit 26 Hunter 46 Perfumer 66 Gardener 86 Innkeeper 
7 Smith 27 Usurer 47 Barrister 67 Salesman 87 Exterminator 
8 Monk 28 Jester 48 Prisoner 68 Translator 88 Mortician 
9 Potter 29 Noble 49 Mason 69 Minstrel 89 Fortuneteller 
10 Baker 30 Writer 50 Armorer 70 Auctioneer 90 Highwayman 
11 Priest 31 Butcher 51 Soldier 71 Architect 91 Librarian 
12 Tailor 32 Barber 52 Peddler 72 Carpenter 92 Performer 
13 Herder 33 Squire 53 Planner 73 Engineer 93 Apothecary 
14 Guard 34 Weaver 54 Teacher 74 Chandler 94 Gravedigger 
15 Tanner 35 Dancer 55 Carver 75 Accountant 95 Florist 
16 Maid 36 Miller 56 Cleaner 76 Caretaker 96 Painter 
17 Urchin 37 Jeweler 57 Artist 77 Musician 97 Taxidermist 
18 Cooper 38 Laborer 58 Barbarian 78 Dishwasher 98 Investigator 
19 Beggar 39 Courier 59 Servant 79 Fisherman 99 Lumberjack 
20 Raider 40 Inventor 60 Scholar 80 Secretary 100 Physician 
age damage age damage age damage age damage 
25 1 50 6 75 11 100 16 
30 2 55 7 80 12 105 17 
35 3 60 8 85 13 110 18 
40 4 65 9 90 14 115 19 
45 5 70 10 95 15 120 20 
7. designation 
# mix vowel soft hard 
1 с а f b 
2 g e h d 
3 w i 1 g 
4 x ο m ] 
5 u n k 
6 y 5 р 
7 q 
8 r 
9 t 
10 M 
11 x 
12 7, 


1 Магу 21 Ciara 41 Regina 61 Sheila 81 Jerrica 
2 Zora 22 Diana 42 Dorothy 62 Fiona 82 Piper 

3 Vera 23 Maude 43 Margaret 63 Wanda 83 Adelaide 
4 Lena 24 Brenna 44 Ingrid 64 Sabrina 84 Natalia 
5 Dea 25 Erika 45 Imogen 65 Kayleigh 85 Anastasia 
6 Ella 26 Astrid 46 Beatrix 66 Everly 86 Marigold 
7 Bona 27 Fiora 47 Serena 67 Griselda 87 Francesca 
8 Joan 28 Helen 48 Katerina 68 Colette 88 Darby 
9 Tove 29 Alice 49 Shannon 69 Madeline 89 Stasia 
10 Emma 30 Olive 50 Saoirse 70 Velma 90 Melinda 
11 Lisa 31 Belle 51 Wigfrid 71 Skyla 91 Joyce 
12 Mia 32 Helga 52 Godiva 72 Katia 92 Tatiyana 
13 Nora 33 Flora 53 Catalina 73 Matilda 93 Alvina 
14 Cara 34 Aoife 54 Amelia 74 Paige 94 Natasha 
15 Ann 35 Tessa 55 Filippa 75 Cecilia 95 Marcelina 
16 Ness 36 Grace 56 Ursula 76 Genevieve 96 Marlee 
17 Nina 37 Nanna 57 Joanna 77 Isbella 97 Oriel 
18 Olga 38 Paula 58 Laurel 78 Veronica 98 Shelly 
19 Anya 39 Maria 59 Sandra 79 Tanya 99 Aleksandra 
20 Mila 40 Gemma 60 Agnese 80 Sonja 100 Willow 
1 Volg 21 Ricard 41 Viktor 61 Finnian 81 Barholomew 
2 Hans 22 Pascal 42 Orlin 62 Hamlin 82 Grimwald 
3 Jean 23 Pedro 43 Stefan 63 Kasamir 83 Donatello 
4 Juan 24 Craig 44 Miguel 64 Cassius 84 Aldwin 

5 Leon 25 Brian 45 Francis 65 Raphael 85 Siegfried 
6 John 26 Conan 46 Dimitri 66 Jeremiah 86 Beckett 
7 Igor 27 Aidan 47 Pierre 67 Filippo 87 Rudolf 

8 Finn 28 Oisin 48 Joseph 68 Godfrey 88 Balder 

9 Liam 29 Barry 49 Charon 69 Galileo 89 Osmund 
10 Luca 30 Patrick 50 Arthur 70 Nikola 90 Gustav 
11 Owen 31 Магсо 51 Randolf 71 Johannes 91 Епапа 
12 Ivan 32 Tadhg 52 Helmut 72 Clayton 92 Magni 
13 Luka 33 Anton 53 Crispin 73 Sigmund 93 Oscar 
14 Oran 34 Boris 54 Thomas 74 Cillian 94 Viggo 
15 Shay 35 Pavel 55 Darren 75 Fernando 95 Flemming 
16 Arne 36 Connor 56 Neville 76 Randal 96 Haywood 
17 Rory 37 Alexi 57 Sacha 77 Kenric 97 Upton 
18 Sean 38 Piers 58 Gordan 78 Dustin 98 Wilfred 
19 Leif 39 Osric 59 Conrad 79 Amerigo 99 Hamilton 
20 Bard 40 Elric 60 Remus 80 Benedict 100 Roland 


1 Wood 21 Bauer 41 Devine 61 Castillo 81 Dempster 
2 Dias 22 Vinci 42 Marlowe 62 Lightfoot 82 Saylor 

3 Ward 23 Nunes 43 Lister 63 Morrell 83 Cervantes 
4 Tull 24 Boyle 44 Balboa 64 Olivera 84 Steele 

3 Port 25 Novak 45 Normans 65 Kowalski 85 Townsend 
6 Nash 26 Ruble 46 Brewer 66 Powers 86 Stearn 

7 Hood 27 Sawyer 47 Chandler 67 Cooper 87 Driggers 
8 Dale 28 Koval 48 Harper 68 Palmer 88 Wainwright 
9 Krol 29 Mason 49 Kennedy 69 Hughes 89 Walters 
10 Clay 30 Alder 50 Chapman 70 Fischer 90 Stoddard 
11 Dean 31 Rolfe 51 Магїе1 71 Раупе 91 Sloanei 
12 Bell 32 Grant 52 Dudek 72 Seller 92 Wallace 
13 Dodd 33 Carey 53 Browne 73 Foreman 93 Beckett 
14 Hill 34 Baker 54 Jenner 74 Packard 94 Wozniak 
15 Koch 35 Lazar 55 Thorne 75 Russell 95 Hyland 
16 Till 36 Abbey 56 Butler 76 Shepherd 96 Jewelle 
17 Kirk 37 Emory 57 Hachet 77 Fawkes 97 Yorke 
18 Hope 38 Klein 58 Graves 78 Ryder 98 Lewis 
19 Gael 39 Tilly 59 Knight 79 Bennett 99 Bloms 
20 Cook 40 Payne 60 Holmes 80 Parker 100 Scrivens 

8. description 

1 Scar 21 Braid 41 Scrawny 61 Bandage 81 Fashionable 
2 Burn 22 Bald 42 Pretty 62 Stocky 82 Muscular 
3 Tan 23 Grimy 43 Young 63 Rotund 83 Dreadlocks 
4 Wiry 24 Patch 44 Slender 64 Petite 84 Birthmark 
5 Lean 25 Gaunt 45 Tattoo 65 Piercing 85 Creepy 

6 Waif 26 Pudgy 46 Muddy 66 Athletic 86 Perfume 

7 Buff 27 Lanky 47 Tubby 67 Grizzled 87 Wrinkle 

8 Tall 28 Hairy 48 Frumpy 68 Handsome 88 Ceremonial 
9 Dark 29 Wavy 49 Rough 69 Gorgeous 89 Rumpled 
10 Dry 30 Short 50 Blonde 70 Freckles 90 Delicate 
11 Old 31 Stout 51 Tattered 71 Jewelry 91 Sophisticated 
12 Ugly 32 Spiky 52 Starved 72 Average 92 Feeble 
13 Bony 33 Faded 53 Homely 73 Furrowed 93 Pigtails 
14 Slim 34 Plain 54 Shaved 74 Flabby 94 Hideous 
15 Cute 35 Broad 55 Greasy 75 Dimples 95 Graceful 
16 Torn 36 Dirty 56 Bruised 76 Brunette 96 Crooked 
17 Fair 37 Plump 57 Scrawny 77 Straight 97 Toothless 
18 Vile 38 Smell 58 Regal 78 Beautiful 98 Elegant 
19 Thin 39 Husky 59 Unkempt 79 Haggard 99 Elderly 
20 Pale 40 Curly 60 Bloody 80 Portly 100 Ginger 


# hair eye mark location 
1 Brown Brown Brand Cheek 
2 Blonde Amber Wart Arm 
3 Red Blue Birthmark Nose 
4 Black Green Mole Hand 
5 White Hazel Scar Eyebrow 
6 Bald Grey Burn Chin 
9. problem 
Roll for character flaw or fear. Receive one damage to re-roll one die when using a flaw or fear. 
1 Dumb 21 Temper 41 Sarcasm 61 Arrogant 81 Belittling 
2 Liar 22 Greed 42 Impatient 62 Skeptical 82 Complainer 
3 Vain 23 Bully 43 Critical 63 Grumpy 83 Bigmouth 
4 Nosy 24 Flake 44 Addict 64 Negligent 84 Inconsiderate 
5 Lazy 25 Pride 45 Haughty 65 Deceptive 85 Unforgiving 
6 Late 26 Clumsy 46 Spender 66 Paranoid 86 Pretentious 
7 Rude 27 Stingy 47 Dimwit 67 Gullible 87 Superstitious 
8 Envy 28 Fussy 48 Anxious 68 Reckless 88 Incompetent 
9 Shy 20 Silly 49 Awkward 69 Nagging 89 Manipulative 
10 Wimp 30 Cruel 50 Foolish 70 Childish 90 Egocentric 
11 Rage 31 Fickle 51 Shallow 71 Stubborn 91 Disrespectful 
12 Smug 32 Naive 52 Spoiled 72 Dishonest 92 Competitive 
13 Evil 33 Messy 53 Bitter 73 Cowardly 93 Overconfident 
14 Fake 34 Rowdy 54 Ignorant 74 Gambler 94 Possessive 
15 Zany 35 Sleazy 55 Selfish 75 Conceited 95 Obsessive 
16 Hate 36 Apathy 56 Vengeful 76 Clueless 96 Delusional 
17 Dull 37 Moody 57 Glutton 77 Finicky 97 Suspicious 
18 Pest 38 Petty 58 Insecure 78 Careless 98 Aggressive 
19 Slob 39 Fickle 59 Aimless 79 Cynical 99 Dependent 
20 Weak 40 Fierce 60 Callous 80 Impulsive 100 Narcissistic 
9.1.1. symptom 
9.1. fear Result of fear. 
Take one damage to re-roll one die of a fear. 
# 1 2 3 4 
# 1 3 4 1 | Chills | Nausea Panic Heartbeat 
1| Fire | Capture | Violence | Confinement 2 | Sweat | Shake | Confusion | Gibberish 
2 | Ghosts | Darkness | Drowning | Monsters 3 | Choke | Dizzy Tightness Vomit 
3| Magic | Burning | Ridicule | Abandonment 4| Pain | Tremble Stutter Cry 
4|Heights| Falling | Strangers | Authorities 
5 | Crowds | Corpses | Predators Touching 
6| Bugs | Mirrors | Teenagers Blood 
7| Birds | Disease | Scales Bridges 
8 Storms | Sunlight | Rodents Freezing 


10. training 


Upon training days equal to level, roll one die, Spend notches to gain a level upon gaining a notch. 


1-25 26-50 51-75 16-99 100 
d4 d6 d8 410 412 
П. party 


Spend coins partying instead of notches to gain character level upon returning from adventuring. Roll die 
earned for days spent partying. Roll 1d100 for debauchery. 


# 1-20 21-40 41-60 61-80 81-100 

1 Jail Fight Shaved Wrestle Demonstration 
2 loan Blood Gamble Romance Transmutation 
3 Deal Guard Patron Robbery Unconscious 
4 Fool Arson Grudge Amnesia Transformation 
5 Lice Fleas Insult Beating Blabbermouth 
6 Duel Curse Poison Promise Philanthropy 
7 Mark Steal Summon Singing Imprisonment 
8 Hero Lynch Kidnap Revenge Destruction 
9 Fall Forge Attack Message Gladiator 
10 Game Vomit Corpse Slaying Spelunking 
11 Cult Brawl Coffin Marriage Shakedown 
12 Omen Tithe Throne Portrait Companion 
13 Baby Rival Potion Mistaken Stronghold 
14 Lost Bless Statue Hangover Recruitment 
15 Hurt Naked Temple Gluttony Blindfolded 
16 Barn Sleep Bounty Headache Authorities 
17 Fish Tooth Tattoo Fountain Eavesdrop 
18 Gown Chain Donkey Denounce Investment 
19 Lose Binge Clumsy Mountain Apprentice 
20 Raze Grave Infamy Arrested Volunteer 


12. notice 


I voluntarily dedicate this work into the Public Domain to encourage new creations. 
Artists may: 


* Use this work without restriction and for any purpose. 
* Create copies to be shared without limit and for any purpose. 
* Create derivative works without restriction, for any purpose, and without credit. 


* Use this notice in your own work. 
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Slaying & Spelunking module for record-keeping. 


2. characters 


# character player archetype| damage item 

1 

2 

3 

4 

5 

6 

7 

8 

9 

10 

11 

12 

13 

14 

15 

16 

17 

18 

19 

20 

position character light position character light 
Front 11th 
2nd 12th 
3rd 13th 
4th 14th 
Sth 15th 
6th 16th 
7th 17th 
8th 18th 
9th 19th 
10th Rear 


3. calendar 


month one 


month two 


~ 


note 


~ 


note 


Ὁ]οοι ηιοσ | ns = | 65 го | = | 2 


© јоо|  ] NDI ns = | 65 | 92 | ә 


— 
© 


— 
© 


Ó 
Ó 


Ó 
- 


= 
N 


— 
N 


— 
о 


— 
о 


~ 


AB 


— 
Сл 


- 
Сл 


= 
е 


= 
(oN 


— 
~ 


— 
~ 


— 
oo 


- 
oo 


= 
© 


= 
© 


N 
© 


N 
© 


N 
мақ 


N 
мақ 


N 
N 


N 
N 


N 
ο» 


N 
ο» 


N 
Б 


N 
Б 


N 
сл 


N 
сл 


N 
ON 


N 
ON 


N 
SI 


N 
SI 


N 
oo 


N 
oo 


N 
© 


о 
© 


ο» 
— 


month three 


month four 


day note day note 
1 1 
2 2 
3 3 
4 4 
5 5 
6 6 
7 7 
8 8 
9 9 
10 10 
11 11 
12 12 
13 13 
14 14 
15 15 
16 16 
17 17 
18 18 
19 19 
20 20 
21 21 
22 22 
23 23 
24 24 
25 25 
26 26 
27 27 
28 28 
20 29 
30 30 


о 
— 


month five 


month six 


day note day note 
1 1 
2 2 
3 3 
4 4 
5 5 
6 6 
7 7 
8 8 
9 9 
10 10 
11 11 
12 12 
13 13 
I4 14 
15 15 
16 16 
17 17 
18 18 
19 19 
20 20 
21 2] 
22 22 
23 23 
24 24 
25 25 
26 26 
27 27 
28 28 
29 29 
30 30 


о 
— 


month seven 


month eight 


day note day note 
1 1 
2 2 
3 3 
4 4 
5 5 
6 6 
7 7 
8 8 
9 9 
10 10 
11 11 
12 12 
13 13 
14 14 
15 15 
16 16 
17 17 
18 18 
19 19 
20 20 
21 21 
22 22 
23 23 
24 24 
25 25 
26 26 
27 27 
28 28 
20 29 
30 30 
31 31 


month nine 


month ten 


day note day note 
1 1 
2 2 
3 3 
4 4 
5 5 
6 6 
7 7 
& & 
9 9 
10 10 
11 11 
12 12 
13 13 
14 14 
15 15 
16 16 
17 17 
18 18 
19 19 
20 20 
21 21 
22 22 
23 23 
24 24 
25 25 
26 26 
27 27 
28 28 
29 29 
30 30 


о 
— 


month eleven 


month twelve 


day note day note 
1 1 
2 2 
3 3 
4 4 
5 5 
6 6 
7 7 
8 8 
9 9 
10 10 
11 11 
12 12 
13 13 
14 14 
15 15 
16 16 
17 17 
18 18 
19 19 
20 20 
21 21 
22 22 
23 23 
24 24 
25 25 
26 26 
27 27 
28 28 
29 29 
30 30 


о 
μα 


4. rumors location: 
к 1 
location: 

2 
1 

3 
2 

4 
3 

5 
4 

6 
5 

7 
6 

8 
7 

9 
8 

10 
9 

11 
10 

12 
11 

13 
12 
13 location: 

| 1 
location: 

2 
1 

3 
2 

4 
3 

5 
4 

6 
5 

7 
6 

8 
7 

9 
8 

10 
9 

11 
10 

12 
11 

13 
12 
13 5. notice 

I voluntarily dedicate this work into the Public Domain to en- 


courage new creations. 
Artists may: 


* Use this work without restriction and for any pur- 
pose. 

* Create copies to be shared without limit and for any 
purpose. 

* Create derivative works without restriction, for any 
purpose, and without credit. 


* Use this notice in your own work. 


1. introduction 


pressun press 


cartography & conveyance 


Slaying & Spelunking exploration procedures. Dangers & Dungeons module for dungeons and traps. 


2. cartography 
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2.1. ѕса1е 


Choose ог roll for map scale. 


# size mile/box 
1 Small 1 

2 Medium 4 

3 Large 6 

4 Huge 12 


22. terrain 


Roll 1d6 for type and 1d8 for size in boxes. 


Community Grassland Wetland 
~ 3 , 5 $ 
Blue White Yellow 
Woodland Farmland Shrubland 
! 4 Е 6 % 
Отееп Brown Red 
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5.9 
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5.13 


5.14 
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5.16 
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5.18 
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13.13 


13.14 
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13.16 


13.17 


13.18 


13.19 
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14.1 


14.2 


14.3 


14.4 


14.5 


14.6 


14.7 


14.8 


14.9 


14.10 


14.11 


14.12 


14.13 


14.14 


14.15 


14.16 


14.17 


14.18 


14.19 


14.20 


15.1 


15.2 


15.3 


15.4 


15.5 


15.6 


15.7 


15.8 


15.9 


15.10 


15.11 


15.12 


15.13 


15.14 


15.15 


15.16 


15.17 


15.18 


15.19 


15.20 


16.1 


16.2 


16.3 


16.4 


16.5 


16.6 
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16.8 


16.9 


16.10 


16.11 


16.12 


16.13 


18.3 


18.4 


18.5 


18.6 


18.7 


18.8 


18.9 


18.10 


18.11 


18.12 


18.13 


18.14 


18.15 


18.16 


18.17 


18.18 


18.19 


18.20 


19.1 


19.2 


19.3 


19.4 


19.5 


19.6 


19.7 


19.8 


19.9 


19.10 


19.11 


19.12 


19.13 


19.14 


19.15 


19.16 


19.17 


19.18 


19.19 


19.20 


20.1 


20.2 


20.3 


20.4 


20.5 


20.6 


20.7 


20.8 


20.9 


20.10 


20.11 


20.12 


20.13 


20.14 


20.15 


20.16 


20.17 


20.18 


20.19 


20.20 


3. conveyance 


Procedures for travel. 


31. time 
Sixteen waking hours. Rest eight hours to reduce damage by one. Four four-hour blocks of travel time. 
00:00 1 
01:00 2 1 
и 02:00 3 
N 03:00 4 
04:00 1 
05:00 2 2 
06:00 3 
07:00 4 
2 08:00 1 
Morning 09:00 5 ; 
10:00 3 
11:00 4 
12:00 1 
13:00 2 4 
Айегпооп nu : 
15:00 4 
16:00 1 
17:00 2 5 
18:00 3 
19:00 4 
Evening 009 | 
21:00 2 6 
22:00 3 
23:00 4 
hour 
00:00 1 7 
00:10 2 8 
00:20 3 9 
00:30 4 10 
00:40 5 11 
00:50 6 12 
minute 
00:01 1 00:06 6 
00:02 2 00:07 7 
00:03 3 00:08 8 
00:04 4 00:09 9 
00:05 5 00:10 10 


4. weather 


Roll 1d20 for weather. Roll 2d10 each day for which box the weather moves. Go to opposite side on edge. 


rolls Both Odd Both Even Mixed Equal 
direction Left Right Down Up 
spring 
20 Flooding 19 | Thunderstorm | 18 Hail 17 Shower 16 | Sunshower 
15 Sleet 14 Snow 13 Drizzle 12 Fog 11 Windy 
10 Cold 9 Nippy 8 Mist 7 Hot 6 Humid 
5 Cloudy 4 Clouds 3 Warm 2 Sunny 1 С1еаг 
summer 
20 Downpour 19 | Thunderstorm | 18 Flooding 17 Stormy 16 Muddy 
15 Shower 14 Drizzle 13 Muggy 12 Windy 11 Breezy 
10 Rain 9 Cloudy 8 Hot 7 Mist 6 Humid 
5 Clear 4 Warm 3 Sunny 2 Dry 1 Pleasant 
autumn 
20 | Snowstorm | 19 Downpour 18 | Windstorm | 17 Rain 16 Shower 
15 Cold 14 Gusts 13 Humid 12 Fog 11 Hot 
10 Windy 9 Cloudy 8 Mist 7 Drizzle 6 Warm 
5 Chilly 4 Breezy 3 Sunny 2 Pleasant 1 С1еаг 
winter 
20 Blizzard 19 Hail 18 Icy 17 Snow 16 Snowfall 
15 Snowy 14 Rain 13 Shower 12 Sleet 11 Fog 
10 Drizzle 9 Windy 8 Slush 7 Gusts 6 Wet 
5 Cloudy 4 Cold 3 Frost 2 Clear 1 Chilly 
4.3. speed 
41. discovery 
Roll 2d10 when entering a box, generate discov- terrain miles per hour 
ery on matching numbers if box is empty. Grassland 3 
- Shrubland 3 
1 Rumor 6 Lodging Woodland 2 
2 Encounter 7 Community Welland 2 
3 Landmark 8 Lair Farmland 1 
4 Ruin 9 Trap Community 1 
5 Trade 10 Dungeon 
42. lost 4.3.1. march 


Conflict to navigate each box when not on a road. 
Use greater difficulty between terrain or weather. 
Move to adjacent box on failure roll under thresh- 
old and opposite box when failure roll is over. 


difficultylweather terrain 
Easy 1-5 Community 
Tricky 6-10 [Grassland / Shrubland 
Hard 11-15 | Woodland / Farmland 
Wicked 16-20 Wetland 


Players set travel distance which determines diffi- 
culty. Travel miles equal to successful conflict 
roll. Become lost on odd-numbered failure. In- 
flict damage upon even-numbered failure. Char- 
acters must rest after marching. 


distance | difficulty | threshold 
Close Easy 1-5 
Near Tricky 6-10 
Far Hard 11-15 
Distant Wicked 16-20 


5. road 


Generate two characters in a dramatic situation. 


name 


character 


drama 


name 


character 
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character 


1 Traveler 11 Courier 
2 Laborer 12 Soldier 
3 Villager 13 Mercenary 
4 Farmer 14 Minstrel 
5 Shepherd 15 Jester 
6 Vagrant 16 Merchant 
7 Fisherman 17 Refugee 
8 Tinker 18 Priest 
9 Hunter 19 Magician 
10 Bandit 20 Noble 
drama 
1 Gossip 11 Robbery 
2 Cook 12 Restrain 
3 Persuade 13 Kidnap 
4 Violence 14 Deceive 
5 Insult 15 Enslave 
6 Negotiate 16 Panic 
7 Hide 17 Court 
8 Argue 18 Trap 
9 Flee 19 Hostage 
10 Gamble 20 Worship 


6. rumor 


farmland 


rumor 


community 


rumor 
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7. encounter 


farmland 


community 


creature 


goal 


problem 


creature 


goal 


problem 
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8. feature 


4 farmland 
# feature 
1 Lawn 

2 Orchard 
3 Field 

4 Garden 
5 Plantation 
6 Paddock 
7 

8 

9 

10 

11 

12 

5 wetland 
# feature 
1 Stream 
2 Spring 

3 River 

4 Lake 

5 Marsh 

6 Bog 

7 Pond 

8 Swamp 
9 

10 

11 

12 

6 shrubland 
# feature 
1 Snag 

2 Berry 

3 Hedgerow 
4 Herb 

5 

6 

7 

8 

9 
10 
11 
12 


1 community 
# feature 
1 Commons 
2 Market 

3 Garden 
4 Statue 

5 

6 

7 

8 

9 

10 

11 

12 

2 woodland 
# feature 
1 Clearcut 
2 Forest 

3 Woodlot 
4 Fire 

5 Clearing 
6 Fairy Ring 
7 

8 

9 

10 

11 

12 

3 grassland 
# feature 
1 Meadow 
2 Plateau 
3 Pasture 
4 Steppe 

5 Savanna 
6 Prairie 

7 

8 

9 

10 

11 

12 


9. landmark 


farmland 


community 


landmark 


landmark 
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10. ruin 


Roll dice to add features. 


# їуре obscurity cover condition denizen 
1 Refuse Cover Vine Crystallized Fungi 
2 Wreck Crevice Ash Crumbling Plant 
3 Structure Sunken Mold Disarray Bug 
4 Remnant Slope Moss Corrosion Animal 
5 Crater Web Moldy Humanoid 
6 Cavern Dust Preserved Undead 
7 Rock Functional Small 
8 Soil Collapsed Giant 
9 Erosion Machine 
10 Defaced Elemental 
11 Monster 
12 Deity 
# refuse sewage mound scraps battlefield wreck 
1 Sewage Oil Grave Paper Skeleton Carriage 
2 Mound Soap Trash Leather Arrowhead Wagon 
3 Scraps Feces Sacrifice Fabric Buckle Raft 
4 Battlefield Wastewater Pyre Metal Spearhead Boat 
5 Brick Wood Handle Machine 
6 Stone Masonry Nail Sled 
#/structure shelter religious stronghold 
1 Shelter Shack Shrine Moat 
2| Stronghold Cabin Altar Wall 
3| Religious Cottage Monastery Tower 
4 Storage Farmhouse Temple Barrack 
5 | Infrastructure Manor Fortress 
6| Community Bunker Castle 
#| storage linfrastructure community 
1 Crypt Well d20 Shelters 
2 Tomb Bridge Religious + d20 Shelters 
3| Storehouse Aqueduct Stronghold + 420 Shelters 
4 Vault Sewer Religious Stronghold + d20 Shelters 
5 Religious + Stronghold + Infrastructure + d20 Shelters 
6 Religious + Stronghold + Storage + Infrastructure + 420 Shelters 


remnant 


# їуре skeleton item container machine legend 
1 Machine Animal Tool Pouch Clock Ghost 

2 Skeleton Small Toy Trunk Scale Curse 

3 Item Humanoid Apparel Urn Press Trap 

4 Container Giant Paper Barrel Loom Massacre 
5 Monster Weapon Bottle Bellows Forbidden 
6 Diety Armor Box Mill Abandoned 
7 Jar Catapult Owned 
8 Chest Trebucet Unfinshed 
9 Cannon Fire 

10 Crane Deadly 
11 Forlorn 
12 Lost 
13 Blessed 
14 Hidden 
15 Ritual 
16 Ancient 
17 Holy 
18 Treasure 
19 Sacred 
20 Burial 
# toy paper apparel armor tool weapon 
1 Weapon Map Cloak Shield Hoe Spear 

2 Game Scroll Boots Chainmail Pickaxe Sword 
3 House Manual Spectacles Breastplate Axe Javelin 
4 Doll Picture Vest Gauntlets Anvil Dagger 
5 Tool Book Monocle Helmet Plow Battleaxe 
6 Ball Poster Tunic Greaves Horseshoe Whip 

7 Mask Pauldron Wheelbarrow Knife 

8 Socks Buckler Hourglass Lance 
9 Underwear Gambeson Spyglass Pike 
10 Pants Gorget Pole Trident 
11 Shirt Sabatons Periscope Club 
12 Hat Circlet Hook Hammer 
13 Scythe Bow 
14 Tinderbox Sling 
15 Magnet Net 
16 Rope Dart 
17 Mirror Blowgun 
18 Compass Flail 
19 Spurs Mace 
20 Astrolabe Sickle 


11. establishment 


Die value of supplies sold correlate to establishment level. Establishments may only gain one level per day. 
Roll die or use Sell price for price in coins in non-allied establishments. 


level die buy sell 
1 d4 1 4 
1-25 d6 2 6 
26-50 d8 3 8 
51-75 410 4 10 
76-99 412 5 12 
100 d20 6 20 
111. trade 
1 Ink 21 Yak 41 Oil 61 Bomb 81 Tea 
2 Map 22 Dove 42 Mirror 62 Herb 82 Plant 
3 Shoe 23 Book 43 Glass 63 Coin 83 Spice 
4 Bow 24 Llama 44 Arrow 64 Shield 84 Hair 
5 Iron 25 Spear 45 Silver 65 Robe 85 Cage 
6 Gold 26 Dress 46 Potion 66 Fish 86 Rope 
7 Gem 27 Prop 47 Art 67 Trinket 87 Net 
8 Boat 28 Armor 48 Mask 68 Theatre 88 Gossip 
9 Toy 29 Hat 49 Key 69 Knife 89 Livestock 
10 Axe 30 Cart 50 Teeth 70 Jerky 90 Carriage 
11 Mule 31 Grain 51 Fabric 71 Donkey 91 Mead 
12 Ale 32 Milk 52 Bone 72 Burlap 92 Glasses 
13 Wool 33 Wood 53 Clock 73 Golem 93 Prophecy 
14 Meat 34 Blood 54 Alpaca 74 Basket 94 Gravestone 
15 Wine 35 Paper 55 Dart 75 Couture 95 Henchmen 
16 Pet 36 Steel 56 Cotton 76 Portrait 96 Hammer 
17 Rug 37 Candy 57 Liquor 77 Pottery 97 Cauldron 
18 Beer 38 Horse 58 Corpse 78 Jewelry 98 Curiosities 
19 Ox 39 Magic 59 Community 79 Wicker 99 Instrument 
20 Tool 40 Sword 60 Drug 80 Pelt 100 Breakfast 


11.2. lodging 


# name one name two 
1 Busty Festering Sausage Yolk 
2 Bloody Dripping Nut Curd 
3 Flapping Slurping Blowhole Jowls 
4 Dead Oozing Hole Fungus 
5 Drunken Creamy Bone Lard 
6 Flaming Squirting Maggot Crevice 
7 Supple Putrid Seaman Gullet 
8 Moist Suckling Stick Maw 
9 Mangled Bulbous Wiener Pulp 
10 Naughty Engorged Prick Serpent 
11 Sultry Gushing Winky Squelch 
12 Salty Succulent Kitty Smear 
13 Titillated Juicy Tickler Gusset 
14 Greasy Gooey Dinger Scrum 
15 Thirsty Grotesque Beaver Hose 
16 Slimy Sore Gash Bap 
17 Flaccid Crochety Wound Bell 
18 Gurgling Gesticulating Scumbag Cave 
19 Chunky Fetid Pocket Skeet 
20 Queasy Seeping Clam Slag 
type 
1 2 3 4 5 6 
Public House Tavern Alehouse Barroom Inn Roadhouse 
room 
1 2 3 4 5 6 
Taproom Latrine Cellar Well Kitchen Bedroom 
7 8 9 10 11 12 
Storage Basement Stables Pantry Laundry Bathhouse 
# employee visitor visitor goal problem 
1 Соок Urchin Alchemist Food Sick 
2 Potboy Drunk Scribe Booze Wasted 
3 Wench Traveler Ratcatcher Money Injured 
4 Server Farmer Ragpicker Help Poor 
5 Brewer Ruffian Cutpurse Fight Clumsy 
6 Distiller Lawman Peddler Deputy Afraid 
7 Innkeeper Beggar Scholar Information Stalker 
8 Maid Witch Servant Mercenary Stranded 
9 Dishwasher Herder Soldier Quiet Lost 
10 Baker Yokel Priest Bodyguard Victim 


11.3. community 


name one 


1 Dove 21 Low 41 Timber 61 Deer 81 Peaceful 
2 Gold 22 White 42 Winter 62 Willow 82 Autumn 
3 High 23 Frost 43 Black 63 Fair 83 Silver 
4 Rich 24 Lone 44 Flower 64 Sword 84 Wild 
5 Iron 25 Thorn 45 Pine 65 Wool 85 Ale 
6 Cold 26 Raven 46 Grim 66 Tar 86 Griffin 
7 Good 27 Bear 47 Fay 67 Fire 87 Marble 
8 Pony 28 Cinder 48 Cherry 68 Violet 88 Grey 
9 Blue 29 Elder 49 Wolf 69 Fern 89 Grand 
10 Bad 30 Rock 50 Peat 70 Mill 90 Crown 
11 Oak 31 Spring 51 Snow 71 Bull 91 Saint 
12 Big 32 ЕК 52 Dusk 72 Witch 92 Sleepy 
13 Old 33 Fool 53 Storm 73 Beech 93 Great 
14 Dark 34 Fox 54 Bleak 74 Grass 94 Royal 
15 Ivy 35 Boar 55 Summer 75 Clear 95 Moose 
16 Ice 36 Eagle 56 Dragon 76 Broken 96 Birch 
17 Red 37 Tilly 57 Cotton 77 Wheat 97 Evergreen 
18 Elm 38 Cross 58 Yellow 78 Star 98 Butterfly 
19 Far 39 Green 59 Little 79 Light 99 Crystal 
20 New 40 Cedar 60 Strong 80 Mage 100 Death 
name two 
1 Bay 21 Point 41 Rapids 61 Outpost 81 Foothills 
2 Down 22 Haven 42 Woodland 62 Thicket 82 Mountain 
3 City 23 Hovel 43 Ravine 63 Hollow 83 Falls 
4 Hill 24 Ridge 44 Bridge 64 Edge 84 Battlefield 
5 View 25 Coast 45 Spring 65 Cairn 85 Barrow 
6 Wall 26 Grove 46 Wastes 66 Falls 86 Kenny 
7 Fort 27 Field 47 Rocks 67 Stone 87 Shaw 
8 Dock 28 Hovel 48 Harbor 68 Hope 88 Grin 
9 Road 29 Wetland 49 Shadow 69 Wick 89 Forth 
10 Fen 30 Fjord 50 Mark 70 Frost 90 Keep 
11 Cave 31 River 51 Spire 71 Brook 91 Bourne 
12 Pond 32 Valley 52 Crag 72 Tide 92 Shore 
13 Ruin 33 Woods 53 Watch 73 Helm 93 Heart 
14 Мше 34 Grassland 54 Tower 74 Haunt 94 Pool 
15 Lake 35 Glade 55 Hall 75 Break 95 Glen 
16 Land 36 Stead 56 Home 76 Fall 96 Seed 
17 Ford 37 Marsh 57 Well TI March 97 Town 
18 Pass 38 Wetland 58 Crest 78 Community 98 Village 
19 Tree 39 Grave 59 Lair 79 Stand 99 Thistle 
20 Moor 40 Camp 60 Cove 80 Rest 100 Castle 


11.3.1. establishments 


# 1 2 3 4 
size small medium large huge 
trades 1d6 1410 1420 14100 
lodging d4 d6 410 420 
11.3.2. government 
1 Апагсһу 11 Provisional 
2 Federal 12 Authoritarian 
3 Tribal 13 Colonialism 
4 Imperial 14 Constitutional Мопагсһу 
5 Republic 15 Philosopher-King 
6 Guild 16 Parliamentary 
7 Theocracy 17 Military Dictatorship 
8 Meritocracy 18 Absolute Monarchy 
9 Oligarchy 19 City-State 
10 Democracy 20 Collective 
11.3.2.1. issue 
1 Tech 21 Trade 41 Morale 61 Peasant 81 Rebellion 
2 Food 22 Labor 42 Housing 62 Slavery 82 Leadership 
3 Tool 23 | Community | 43 Bandit 63 Education 83 Bloodline 
4 Road 24 Death 44 Grudge 64 Clergy 84 Prejudice 
5 Work | 25 Skill 45 Wealth 65 Building 85 Diplomacy 
6 Army | 26 Rival 46 Revenge 66 Predator 86 Sacrifice 
7 Fire 27 Theft 47 Marriage 67 Banker 87 Expansion 
8 Coup 28 Revolt 48 Festival 68 Resistance 88 Infrastructure 
9 Hate 29 Greed 49 | Blackmail | 69 Cannibal 89 Oppression 
10 War 30 Treaty 50 Paranoia 70 Defense 90 Incompetence 
11 Art 31 Injury 51 Bribery 71 Degenerate 91 Corruption 
12 Spy 32 Enemy 52 Traitor 72 Harvest 92 Population 
13 Raid 33 Storm 53 Crime 73 Resource 93 Addiction 
14 Boat 34 Blight 54 Plague 74 Killer 94 Infighting 
15 Ice 35 Moral 55 Secret 75 Prophecy 95 Disaster 
16 Bugs 36 Noble 56 Terror 76 History 96 Religion 
17 Kids 37 Debt 57 Drought 77 Hysteria 97 Colonists 
18 God 38 Law 58 Murder 78 Migrants 98 Neighbor 
19 Old 39 Chaos 59 Danger 79 Tyranny 99 Decadence 
20 Cult 40 Ritual 60 Suspicion 80 Poverty 100 Barbarian 


12. lair 


Roll Encounter and use Dangers & Dungeons to construct a lair. 


13. trap 


Roll Encounter and use Dangers & Dungeons to construct a trap. 


14. dungeon 


Roll Ruin and use Dangers & Dungeons to construct a dungeon. 


15. story 
Roll tables of inspiration. 
# 1 2 3 4 
plot Drama Item Character Environment 
drama 
20 Catastrophe 19 | Falsehood 18 Havoc 17 Collapse 16 Sabotage 
15 Accident 14 Ruckus 13 Fight 12 Test 11 Theft 
10 Loss 9 Betrayal 8 Trouble 7 Pursuit 6 Stakes 
5 Premonition 4 Rumor 3 Smell 2 Noise 1 Corpse 
item 
20 Treasure 19 Rare 18 Artifact 17 Sacred 16 Liability 
15 Adored 14 Кесога 13 Device 12 Key 11 Drug 
10 Evidence 9 Fake 8 Omen 7 Threat 6 Sign 
5 Weapon 4 Clue 3 Tool 2 Piece 1 Junk 
character 
20 Antagonist 19 Authority 18 Impostor 17 Fool 16 Outcast 
15 Warrior 14 Scholar 13 Artist 12 Betrayer 11 Romantic 
10 Clown 9 Rebel 8 Messenger 7 Explorer 6 Ally 
5 Caretaker 4 Mentor 3 Commoner 2 Victim 1 Innocent 
environment 
20 Legend 19 Waste 18 Commons 17 | Recreation 16 Fluid 
15 Lodging 14 | Workshop 13 Secret 12 Hoard 11 Cache 
10 Conflict 9 Mess 8 Strange 7 Resource 6 Challenge 
5 Warning 4 Threshold 3 Transition 2 Hazard 1 Empty 
15.1. quest 
# | quest target terrain snag twist reward | deadline 
1 | Destroy | Establishment | Community | Monster | Disappearance Currency Day 
2 | Deliver Creature Woodland Barrier Betrayal Goods Week 
3 | Guard Message Grassland Hazard Disaster Favor Fortnight 
4 Find Person Farmland Person Ambush Information Month 
5 Take Border Wetland Beast Fake Passage Season 
6 Aid Item Shrubland Trap Lie Blessing Year 


16. divine 


Divine interpretation via incidental number extrapolation creates gods and interprets their will. 


# belief goal 
1 One deity Worship 
2 Two opposed deities Balance 
3 Multiple deities Appeasement 
4 Everything is divine Peace 
# virtue corruption 
1 Honesty Lies 
2 Courage Cowardice 
3 Gratitude Avarice 
4 Unity Violence 
5 Tolerance Judgment 
6 Harmony Conflict 
7 Service Selfishness 
8 Praise Scorn 
9 Kindness Wickedness 
10 Care Idleness 
11 Forgiveness Malice 
12 Faith Doubt 
13 Excellence Mediocrity 
14 Нопог Villainy 
15 Hope Trepidation 
16 Fairness Injustice 
17 Moderation Decadence 
18 Creativity Banality 
19 Empathy Apathy 
20 Humility Arrogance 
# element season 
1 Fire Spring 
2 Earth Summer 
3 Air Autumn 
4 Water Winter 
# domain opposition 
1 Life Death 
2 Knowledge Ignorance 
3 Healing War 
4 Luck Misfortune 
5 Truth Trickery 
6 Nature Abomination 
7 Light Darkness 
8 Dreams Nightmares 
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1. introduction 


dangers & dungeons 


pressun press 


Slaying & Spelunking module of dungeon patterns. 


1 wall floor 3 hall 4 secret 5 detail 
-| # $ А-7. 
6 door stair 8 item 9 trap 10 creature 
+ % * 4 0-9 
2.1.7. 
2. hallway # 
# 
2.1. line ü 
2.1.1. 
2.1.8. 
# 
# 
2.1.2. # 
# 
2.1.3. 2.2. tur n 
2.2.1. 
# 
2.1.4. # 
# 
2.2.2. 
2.1.5. # 
# 
2.1.6. 2.2.3. 
# 
2.2.4. 


3.3. 


2.3. split 


2.3.1. 


+ 


3.4. 


2.3.2. 


2.3.3. 


3.5. 


2.3.4. 


3.6. 


2.3.5. 


3t 


2.3.6. 


3.7. 


3. room 


3.1. 


3.8. 


3.2. 


4. features 


1 Dung 21 Bench 41 Sand 61 Glass 81 Barracks 
2 Hole 22 Nest 42 Pillar 62 Stable 82 Taxidermy 
3 Loom 23 Straw 43 Ritual 63 Museum 83 Fireplace 
4 Rack 24 Stone 44 Armory 64 Mural 84 Pedestal 
5 Door 25 Chair 45 Garbage 65 Kennel 85 Charcoal 
6 Idol 26 Forge 46 Prison 66 Ladder 86 Fountain 
7 Bell 27 Ledge 47 Trough 67 Curtain 87 Manacles 
8 Hay 28 Shelf 48 Screen 68 Cabinet 88 Dresser 
9 Well 29 Table 49 Shaft 69 Barrel 89 Painting 
10 Bars 30 Vault 50 Mirror 70 Pillory 90 Workshop 
11 Tub 31 Basin 51 Throne 71 Statue 91 Gargoyle 
12 Oven 32 Crate 52 Shrine 72 Bed 92 Graffiti 
13 Pool 33 Altar 53 Mosaic 73 Cage 93 Peephole 
14 Pit 34 Fungi 54 Rubble 74 Pantry 94 Stalactites 
15 Kiln 35 Blood 55 Relief 75 Casket 95 Tapestry 
16 Ramp 36 Chalk 56 Manger 76 Sconce 96 Bookcase 
17 Step 37 Chute 57 Records 77 Sunken 97 Grindstone 
18 Webs 38 Plant 58 Stool 78 Carpet 98 Treasury 
19 Bone 39 Stall 59 Screen 79 Pulley 99 Brazier 
20 Root 40 Chest 60 Recess 80 Catwalk 100 Slaughterhouse 
53. clue 
5. trap 
Roll for inspiration. Traps should be obvious. 1| Dust 6 | Stain |11] Rubble |16| Graffiti 
2| Age | 7 | Repair| 12 | Pattern | 17 | Rubbish 
5.1. trigger 3| Web | 8 | Smell | 13 | Breeze |18 | Rubbish 
4| Juts | 9 | Gear | 14 | Damage | 19 | Material 
1| Eat | 6 | Magic |11 Removal | 16] Placement 5 | Соге |10| Plant |15 | Recede |20 | Corpse 
2|Push | 7 | Break |12| Touch |17| Balance 
3 Pull | 8 | Weight 13! Reflect | 18 ΗΠ врате 
4|Ореп| 9 | Shut |14| Phrase |19) Tripwire : А . 
5| Rest |10| Light |15| Sound |20/Countdown Dangers which occur without being set. 
1 | Roof Collapse | 11 Fog Cloud 
52. effect 2 Snake Pit |12 Loud Noise 
3| ToxicGas |13 Rickety Structure 
1 Heat] 6 | Sleep | 11 СоПарѕе 16! Temperature 4| Quicksand |14 Insect Swarm 
2 Acid| 7 | Alarm|12! Vacuum |17| Separation 5 | Steam Vent |15 Malignant Ghost 
3| Net | 8| Cold |13|Slashing|I8| Creature 6 Oil Slick  |16|Spontaneous Combustion 
4| Gas | 9 | Glue |14 | Piercing |19 Hallucination 7 | Killer Plant |17 Lava Flow 
5 Hole|10| Water |15| Magnet |20| Projectile 8| DeepHole |18 Falling Stalactite 
9| Thick Dust |19 Thick Smoke 
10| Flooding |20 Earthquake 


7. treasure 


Coin relates to dungeon level according to chart. 


Ist 21st 231 415% 861 61st 1891 81st 3321 
2nd 3 22nd 253 42nd 903 62nd 1953 82nd 3403 
3rd 6 23rd 276 43rd 946 63rd 2016 83rd 3486 
4th 10 24th 300 44th 990 64th 2080 84th 3570 
5th 15 25th 325 45th 1035 65th 2145 85th 3655 
6th 21 26th 351 46th 1081 66th 2211 86th 3741 
7th 28 27th 378 47th 1128 67th 2278 87th 3828 
8th 36 28th 406 48th 1176 68th 2346 88th 3916 
9th 45 29th 435 49th 1225 69th 2415 89th 4005 
10th 55 30th 465 50th 1275 70th 2485 90th 4095 
11th 66 31th 496 51th 1326 71th 2556 91th 4186 
12th 68 32th 528 52th 1378 72th 2628 92th 42778 
13th 91 33th 561 53th 1431 73th 2701 93th 4371 
14th 105 34th 595 54th 1485 74th 2775 94th 4465 
15th 120 35th 630 55th 1540 75th 2850 95th 4560 
16th 136 36th 666 56th 1596 76th 2026 96th 4656 
17th 153 37th 703 57th 1653 77th 3003 97th 4753 
18th 171 38th 741 58th 1711 78th 3081 98th 4851 
19th 190 39th 780 59th 1770 79th 3160 99th 4950 

20th 210 40th 820 60th 1830 80th 3240 100th 5050 
1 Coin 21 Crown 41 Skull 61 Crystal 81 Breastplate 
2 Wand 22 Spear 42 Spyglass 62 Buckler 82 Handkerchief 
3 Gem 23 Sword 43 Brooch 63 Doll 83 Crossbow 
4 Dart 24 Staff 44 Trident 64 Astrolabe 84 Gauntlets 
5 Ring 25 Spell 45 Hatchet 65 Necklace 85 Figurine 
6 Mace 26 Arrow 46 Shield 66 Potion 86 Pauldron 
7 Axe 27 Cloak 47 Girdle 67 Gown 87 Medallion 
8 Helm 28 Stone 48 Cudgel 68 Hammer 88 Chain Mail 
9 Rod 29 Sling 49 Earring 69 Hourglass 89 Glass Eye 
10 Bow 30 Letter 50 Buckle 70 Circlet 90 Gambeson 
11 Map 31 Book 51 Dagger 71 Perfume 91 Socks 
12 Art 32 Scroll 52 Greaves 72 Halberd 92 Gloves 
13 Cane 33 Mask 53 Jacket 73 Seed 93 Trousers 
14 Belt 34 Orb 54 Dress 74 Hide 94 Plate Mail 
15 Hat 35 Whip 55 Amulet 75 Scale 95 Slippers 
16 Robe 36 Flail 56 Goblet 76 Carapace 96 Bracelet 
17 Vest 37 Scarf 57 Egg 77 Claw 97 Slingshot 
18 Veil 38 Tunic 58 Horn 78 Liquor 98 Scabbard 
19 Hood 39 Shawl 59 Tooth 79 Bone 99 Boomerang 
20 Cape 40 Shoes 60 Shell 80 Feather 100 Instrument 


7.1. coin 


One notch equals one coin. Exchange coins for notches when in a tavern. Twenty coins per inventory slot. 


71.1. attribute 


1 Worn 6 Smell 11 Ancient 16 Scratch 
2 Rust 7 Dirty 12 Gilded 17 Silvered 
3 Bent 8 Dent 13 Curse 18 Masterwork 
4 Fine 9 Paint 14 Fragile 19 Polished 
5 Chip 10 Stain 15 Sturdy 20 Sentient 
7.1.1.1. metal 
1 Lead 3 Brass 5 Platinum 
2 Gold 4 Copper 6 Silver 
7.1.1.2. stone 
1 Garnet 4 Diamond 7 Ruby 10 Opal 
Amethyst 5 Emerald 8 Onyx 11 Topaz 
3 Bloodstone 6 Pearl 9 Sapphire 12 Turquoise 
7.1.1.3. material 
Wool 4 Lace 7 Suede 10 Cashmere 
Hemp 5 Velvet 8 Tweed 11 Cotton 
3 Silk 6 Twill 9 Linen 12 Leather 


7.2. items 


Item die directly relates to dungeon level. 


level die 

1-20 d6 
21-40 d8 
41-60 410 
61-80 412 
81-100 420 


7.3. wanderers 


List ten creatures. Roll 2d10 when entering a hallway or room. Creature appears when numbers match. 


1 2 3 4 5 


6 7 8 9 10 


10 


11 


12 


13 


14 


15 


16 


17 


18 
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20 
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cheatsheet 


pressun press 


1. introduction 


Quick reference for High Roller to facilitate play for Public Domain Role-Playing Game. 


# сћапсе difficulty distance d4 
1 100% 

2 95% 

3 9096 Easy Close 1 
4 85% 

5 8096 

6 75% 

7 70% 

8 6596 Tricky Near 2 
9 60% 

10 55% 

11 50% 

12 45% 

13 40% Нага Еаг 3 
14 35% 

15 30% 

16 25% 

17 20% 

18 15% Wicked Distant 4 
19 1096 

20 596 

2. structure 3. notice 


Characters with a goal leave to pursue it. Upon finding 
their goal there is a conflict. Once resolved the context 
changes leading to a new goal. Repeat till satisfied. 


characters 

/ \ 
change goal 
/ \ 

resolve 

\ / 
conflict 

\ / 

find 


I voluntarily dedicate this work into the Public Domain 
to encourage new creations. 
Artists may: 


Use this work without restriction and for any 
purpose. 

Create copies to be shared without limit and for 
any purpose. 

Create derivative works without restriction, for 
any purpose, and without credit. 


Use this notice in your own work. 


